Description of the variant

the 5 players play the destiny of 5 dynamic countries of the Third World, all gathered in a hypothetical island. The World economy is dominated by 4 "great" states (is the réality !), with which each player can trade (using a table for an "automatic" trade). Each player can thus give conditional orders : if an exchange with a player fails (or si players are notaccorded), the player can trade "with the table" (the trade is less interesting, but this avoids missing vital goods). 

Moreover, I had planned a table "international assistance" for the players who fall to SS 0, as well as the possibility of international loans. These loans can not be refunded at the end of the play (this often arrives in reality !) but they count into negative in the calculation of the points of victory (but this can avoid a failure of the economy).

In order to make the play less abstract, each country has the characteristics of several real countries (an Arab emirate, a state of East Europe, a new small Asian dragon, a rather prosperous African country, a state of central America). Each country includes  9 provinces (zones) ;  6 or 7 are well controlled at the beginning of game. The 2 or 3 not controlled are always furthest away from the sea. 

There are also 10 small neutral countries which can be controlled (but not conquered : ONU wait up !), and a central neutral state nostalgic of Communism. This last automatically "lends" armies to any player who declares the war with a player definitely more prosperous than him. My idea is as follows : if the additions to the rule make this more flexible, the possibility to join a social state 3 becomes realistic, and this rule encourages the player at the head to help a player far behind him in order to avoid that this poor state invade him  (in 1990, if Koweit had more largely paid Irak, perhaps was not invaded!). Obviously, richest can buy an army mechanized to defend oneself against poorest, but then it will take delay compared to another rich player. 

In each country, the provinces owned at the beginning of game are said "historical" : they cannot be controlled by an adversary (ONU wait up !). Those which form officially part of the country but are not controlled at the beginning cannot be annexed by an adversary, but this last can control them (like Syria on Lebanon). Each country of a player has integration problems between its "well integrated" rich provinces and the otheirs (badly integrated or not controled). The "plebiscites" are used to take again provinces which made secession, or to allow to the secession the province of an another player. One cannot annex (by war or plebiscite) the province of other player, but its possible to destroy sites of zones attacked or make it independent.  

International trade 

Once the phase of foreign trade completed, the players can require of the international trade (special table) what your competitors could not (or wanted) provide you. One can thus give conditional orders of the kind : "if such exchange fails, I do it on the international market", or: "if I miss in foods to nourish my labour, to buy the complement on the international market". The order must be precise (what quantities ?).  With this table of "international trade" the GM to regulate the exchanges.

Seizure (control) on the 10 small neutrals contries 

For plebiscite, the value a small neutral is doubled, and one adds to it the value of the military unit present, that is to say 3. The player does not have no-claims bonus if it has a SS > 1. The other player close to the neutral can make a bid but the GM not considers only that which made the largest bidding, and he adds the sum envisaged by the other to the value of the neutral. If the neutral is already controlled by its other neighbor, this last adds its social standing to the number of sites of the neutral (he can also add cash).   

Example : a small neutral has as a value "2x(1+" 3 per 3 sites "+" 3 for the division of infantry") = 14. The GM adds possibly the sum envisaged by the other neighbor of the neutral (and 2 times its social state if this neighbor controlled it already). 

If the player makes a success of the takeover it pours 5 CPs. Die roll : the result "badly integrated" is ignored (it is "good" or nothing!). If the two neighbors raised, that is known by everybody.

Control taken, the small neutral then becomes integrated into the economy of its "winner" BUT there remains nominally independent. The winner is added  free 1 transport interior point (that it will lose if it loses the control of this neutral). The division of infantry of the neutral disappears immediately excepted if the player specified that it wished to preserve it (and then it must maintain it). A small neutral which becomes again completely independent regains its division of infantry and the player which controlled loses this army (if this division did not exist any more it is recreated). 

N.B. - Is not permitted to attack the big central neutral state.
International loans 

a player can borrow flouze from the bank, except if he attacks another country. The possible loans are as follows.

* Loans for the long term – Total of this loans, constantly, cannot exceed half of the income of tax on the turn. The capital is not to be refunded at the end of the play… but the debt intervenes into negative in the calculation of the points of victory. The interests are to be refunded with each turn, except in the event of famine or if the player is on the level. 0 (international moratorium). · 

* Loans short and medium term -  they must be refunded at the latest with the last turn of play. Maximum limit: as for the loans in the long term · 

* If a player wants to buy on the international market and has not enough cash, the défualt is : the GM makes him negociate a loan in the short term · 

* Interest rate. When a player ask for a loan, the GM calculates the interest that will have to pour with each turn following the concerned table. A player can thus have, in progress, of the loans at different rates. 

If the player has not enough cash, the GM sells goods, or PC (beyond what is necessary to preserve the current sectoral levels). In this sale, the GM takes into account the course in force at the time of the phase of trade which took already place, and read on table delaying 1 column on the left. 

To the last turn, The GM proceeds in the same way for the refunding of all the debts. If indécision when with this he must sell, the GM section while launching with die roll.
The WAR

WHO CAN MAKE the WAR ?

- any country with a SS 0
- any country whose Social State comes just droop
- any country at SS1 if more than one competitor has a SS > 2 (but only against one of these pays)
- any country whose at least 1 province is occupied by an enemy troop (but only against the occupant)


War is prohibited during the 2 first turns: one can omit the reading of this appendix at the beginning of partie.

Diplomatie and casus belli

Condition for military alliance between 2 players : alliance needs to be announced 1 turn before effect. This is announced in the report of GM and the player who feels aimed can prepare war... or to negotiate. An alliance does not last 1 turn, except renewal explicite.

At beginning of the turn following a war, before any action undertaken by the GM, it is possible to withdraw occupying troops (following a inter-turn agreement between invader and invader player), with the result that the province which was occupied returns to its legitimate owner (in the state of integration where it was before) and can thus produce. If l.occupant has withdrawn against promise, the GM will take care that these last are made good on.

The capital province of a player cannot never be attacked. A historical province of a country "B" can be attacked by a player "A" with a casus belli, namely :

- the attack (even missed) against a province of A (even if he does not control it) the preceding turn 
- a province of A is occupied by the country that he wants attack

- B attacked the preceidng turn a small neutral which A controls (automatic alliance between A and this neutre)
- B attacked the turn d.avant an ally of A, or occupies one of its provinces.

Une conquered historical province cannot be controlled by the winner, but the winner can reduce it to the state of "province not controlled" and/or to cause there destruction. In this case, the other player will have to try a plebiscite to recover it, with a die roll bonus of +1.

If a player attack a contry, (or neutral that he control) without casus belli prevents the agressor from benefitting from the trade and the international loans as long as its aggression thus lasts (thus at least 1 turn).

Victory term

Lastly, I had added a paragraph to the conditions of victory. Previously, I specify that in the association "Transludie", there is a permanent classification of the players according to their performance in all the PBEM played during the 3 previous years. The number of point gained in each PBEM depends on their classification and the difficulty of the game. The player who gives up a part has one "zero" (to have not returned!). For ATH, j.ai established a scale function of the performance of the winner: If he arrive at the SS 3 the number of VP gained by each one (including the last) will be higher which if the winner finishes with a SS 1. to always incite with a little co-operation.
